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SPACE VIKINGS 
Flight in 3D Space 

(to be added to the next reprint of A2-AV1 manual) 

Navigation in 3D space requires a knowledge of the 360 degree heading 
system, the X,Y,Z coordinate system and an understanding of the meaning 
of pitch and heading. 

CONVENTIONS 

Figure 1 shows the X,Y, and Z axis of 3D space. The "0" at the center 
represents the origin, the point where all three axis intersect. The planet 
in every star system is located around the origin! 
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Figure 2 

Headings on the X,Z plane 


"YHDNG" refers to what is normally refered to as pitch. Pitch is the 
nose up/nose down orientation of your spacecraft. It corresponds directly 
with the "VERT" indicator on your control panel. The author follows the earlyy 
3D1 conventions of pitch. If you are looking straight forward, then pitch 
equals 0 or 360 degrees. If you pitch up then you will obtain readings of 
359 degrees to 270 degrees when looking slightly up and straight up 
respectively. If you pitch down then you will obtain readings of 1 degree 
to 90 degrees when looking slightly down and straight down respectively. 

Figure 3 illustrates the concept of pitch. 



Figure 3 

Pitch (YHDNG) against the Y axis 
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STARSHIP CONTROL 


In the adventure. Space Vikings, a turn changes only the heading (XHDNG). 
Displace your paddle or joystick to receive the desired rate of turn as 
indicated on your panel. Return your paddle or joystick to neutral in order to) 
maintain your turn rate. As you approach the desired heading, apply opposite 
paddle or joystick control long enough to center the turn indication then 
neutralize your input. You will have to get used to applying this opposite 
input well before your desired rollout heading since your starship has considerable 
inertia. 

Unlike heading (XHDNG), pitch (YHDNG) is easier to control. As long as your 
pitch paddle or joystick vertical control is displaced from neutral, you will 
change pitch. Once you neutralize pitch control, the YHDNG and VERT indication 
will remain the same. 

A NAVIGATION EXAMPLE 


Figures 4 and 5 show a typical navigation situation where you desire to 
aim toward the planet. The X and Z readings are your key to XHDNG control. 

In this example, since your X displacement is small you know that you are 
close to the Z axis but far from the origin on the Z axis. If you note your 
location on figure 2 you will find that a 360 degree heading should take 

you toward the planet. A look at the radar screen in figure 5 veri fies _ 

thTs^decTsTonT Your present "XHDNG is 73 degrees and you see that the planet is 
less than 90 degrees to the left. 



Figure 4 Figure 5 

YHDNG/'/ERT control is soley based on your Y readout. The Y reading 
of 810 means that you are 810 units above the X,Z plane. A slight bit of 
down YHDNG/VERT will be required to aim for the planet. The indications 
shown in figure 4 should be adequate for proper pitch aim toward the planet. 
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COMMENTS IN ANSWER TO COMMON SPACE VIKINGS QUESTIONS 


-Fighter cover attacks are an automatic animated feature of this adventure 
program. Your turret gunners automatically engage these nuisances if you 
are in condition red. Do not waste lazer or missle fire on these fighters. 

-Autopilot only freezes the paddle input values. Most viking commanders 
prefer not to use autopilot. 


